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LIMITED WARRANTY 


Strategic Simulations, Inc. (“SSI”) warrants that the diskette on which the enclosed 
program is recorded will be free from defects in materials and workmanship fora 
period of 30 days from the date of purchase. If within 30 days of purchase the diskette 
proves defective in any way, you may return it to Strategic Simulations, Inc., 
883 Stierlin Road, Building A-200, Mountain View, CA 94043-1983 and SSI will 
replace it free of charge. In addition, if the diskette proves defective at any time after 
the first 30 days, return the diskette to SSI and SSI will replace it for a charge of 
$10.00. Please allow about four weeks for delivery. 


SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO 
THE SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME 
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MERCHANT- 
ABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM AND 
GAME ARE SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND 
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADVISED 
OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE 
EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 


The enclosed software program and this Rule Book are copyrighted. All rights are 
reserved. This Rule Book may not be copied, photographed, reproduced, or translated 
or reduced to any electrical medium or machine-readable form, in whole or in part, 
without prior written consent from SSI. The program accompanying this Rule Book 
may be copied, by the original purchaser only, as necessary for use on the computer 
for which it was purchased. 


© 1983 by Strategic Simulations, Inc. 
All Rights Reserved. 
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PROFESSIONAL TOUR GOLF 


Rules and Instructions 


1. INTRODUCTION 


PROFESSIONAL TOUR GOLF was designed to be a strategic simula- 
tion of the game of golf, therefore providing you with all the realism and 
suspense encountered on a golf course. To the uninitiated, golf might 
appear to be a simple game: just choose the path of least resistance 
from ball to hole. However, as all golfers know, nothing could be further 
from the truth. Golf is a game of many factors, including strateagy, 
judgment, skill, execution, environmental influences, and random 
probability (luck — good and bad). Each of these factors was considered 
in the design of PROFESSIONAL TOUR GOLF. Skill and execution are 
incorporated into the player definitions; strategy and judgment are up 
to you (or the computer shot selection logic when used); and environ- 
mental effects and luck are determined by the computer. 

To provide variety along with the realism of the game, you may 
elect to play with your own abilities, or choose from any of twenty 
different professionals provided with the game. Up to four players may 
compete in any one game, or you may choose to have the computer 
play for one or more players. Another interesting possibility would be to 
have the computer pit two or more famous professionals against one 
another in a head-to-head match while you sit back and watch. 

Playing golf is always exciting, but can be even more so when the 
game is played on famous courses. Included on the initial PROFES- 
SIONAL TOUR GOLF disk is one such course, Pebble Beach, along 
with another course comprising holes from many famous courses. 
Every hole on each course has four possible pin positions, providing 
over 100,000 possible course setups, so there will always be a new 
challenge for you. In addition, the game system has been designed to 
accept many other famous courses now under development, so you 
can build a full library of world-famous layouts to entertain you on 
those winter days and rainy weekends. 

The remainder of this manual is dedicated to a complete explana- 
tion of everything you will need to know to play the game. 


2. GETTING STARTED 


2.1 Game description. 


Your PROFESSIONAL TOUR GOLF simulation consists of a double- 
sided disk: the GOLF MASTER side and the GOLF UTILITY side. The 
GOLF MASTER side contains the golf programs and the first two golf 
courses in the series. The GOLF UTILITY side contains programs for 
creating your own players, maintaining statistics, and formatting your 
own PLAYER DISK. It also contains player files for twenty professional 
golfers, past and present, and a program to allow you to save a game 
in progress. 

In order to make full use of the game, you will need to create 
a PLAYER DISK which will allow you to add your own players and to 
maintain player and course statistics. (PLAYER DISK formatting is 
covered in Section 19.) 

If you choose to use only the twenty professional players supplied 
and not to keep records, you may use the GOLF UTILITY side instead 
of a PLAYER DISK when the program calls for it. 


2.2 Booting a disk. 


To boot an Apple II disk, just insert the disk into drive #1 and turn on 
the computer. 

To boot a Commodore 64 disk, turn on the disk drive and 
computer, insert the disk, and type the following: 


LOAD “*”, 8 (RETURN) 
RUN (RETURN) 


The above sequences apply to either the GOLF MASTER side or the 


GOLF UTILITY side. In the case of the Commodore 64 game, the disk 
drive must be in its original purchased condition, that is, it must be 
designated ‘device number 8’. 


3. STARTING THE GOLF GAME 


3.1 New or continued game. 


After the opening demonstration, you will be given the choice of 
starting a new game or continuing a saved game. Enter ‘N’ for a new 
game or ‘C’ to continue a saved game. If you choose ‘C’, the startup 
procedure will continue as described in Section 11. If you choose ‘N’, 
the startup procedure will be as described in the remainder of Section 3. 


3.2 Number of players. 


Any number from 1 to 4 may play in a given round of golf. Choose how 
many will play by pressing the appropriate numeral key. It is not 
necessary to press the RETURN key. 


3.3 Player identification. 


Next, you will be asked to assign identifying initials to each player. Due 
to space limitations on both the text and graphics screens, you are 
restricted to three initials (allowable characters are ‘A’ through 72’, 
SPACE, and PERIOD) per player. Entries can be corrected using the ‘left 
arrow’ key on the Apple II, or the ‘cursor left’ and ‘delete’ keys on the 
Commodore 64. 


3.4 Player characteristics. 


After assigning player initials, you will be asked to switch to your 
PLAYER DISK (or the GOLF UTILITY side if you are not using a 
PLAYER DISK). The screen will fill with names of players 1 through 
40. Players 1 through 20 are the professional golfers supplied with the 
game. Players 21 through 40 are reserved for the addition of more 
professional golfers on future disks. Each player will in turn be asked to 
choose his or her characteristics. Choose by entering the number of the 
desired player and press the RETURN key. Or, to view the names of 
players 41 through 80 which you have created with the ‘player creator’ 
program (see Section 18), press the RETURN key without entering a 
player number. When the listing of players 41 through 80 appears, 
either select a player number as above, or press the RETURN key to 
return to the original player listing. Any of the valid files may be used by 
any player. 


3.5 Human or computer. 


The computer is able to serve as player for any or all competitors in the 
game. To make this selection, press the ‘C’ key. For human players, 
press the ‘H’ kev. 


NOTE: Although the computer can play with any of the characteristics 
on the disk, it was designed with professional logic; therefore, it might 
not play as well with high handicap characteristics as a human will. 


3.6 Course selection. 


After characteristics have been selected for all players, you will be asked 
to remove the PLAYER DISK and reinsert the GOLF MASTER side 
(or a COURSE MODULE DISK — see Section 15). When you do this 
and press the RETURN key, the courses on the disk will be displayed and 
you will be asked to select one by entering the number corresponding to 
the desired course. It is not necessary to press the RETURN key. 


3.7 Wind option. 


If you want wind to be a factor, press the ‘YY’ key when prompted; 
otherwise press the ‘N’ key. If you select the wind option, the computer 
will assign a wind velocity, wind gust factor, and relative direction vector 
to be used on each hole. 


3.8 Startup. 


Pressing the RETURN key completes the startup routine and initializes 
parameters for the current game. The disk is accessed for the necessary 
files to run the game (about 20 seconds for the Apple II version, or 75 
seconds for the Commodore 64 version), and play begins. 


4. SCORECARD AND 
HOLE PICTURE 


4.1 The scorecard. 


The scorecard is displayed before the round starts. It is also displayed 
and updated after each hole is completed and at the end of the round. 


4.2 Putting the hole picture on the screen. 


If no human players are involved in the game, hole pictures will 
automatically be displayed after time for scorecard viewing. Otherwise, 
a flashing message will prompt you to press the RETURN key to display 
the next hole. 


4.3 Hole pictures. 


The hole pictures used in PROFESSIONAL TOUR GOLF are aerial 
diagrams — that is, overhead views of the holes. Information on each 
hole is displayed in the upper left corner of the screen, including hole 
number, par score, and hole yardage. Wind direction and velocity are 
displayed if the wind option has been selected. 


4.4 Objects on the hole pictures are color- 
coded as follows: 


OBJECT APPLE II COLOR COMMODORE 64 COLOR 
Putting green green light green 
Tree orange dark green 
Water hazard blue blue 
Sandtrap white white 
Teeing area white cyan 
Boundary & fairway violet purple 


markers 


In addition, the hole is displayed as a dot on the putting green (a white 
dot on the Apple II, or a black dot on the Commodore 64). The ball 
location of a human player whose turn it is to play is displayed as 
a flashing dot. In the case of computer players, the ball location dot does 
not flash. 


5. SHOT SELECTION 
5.1 Order of play. 


Each player involved in the game will be prompted when it is his or her 
turn to play. Order of play is determined according to the rules of golf 
with the exception that all players must be on the putting green before 
putting can begin. Once putting does begin, the ‘continuous putting’ 
rule is in effect (i.e., once a player begins to putt, that player continues 
until he or she has holed out). 

When it is your turn to play, the computer will prompt you with your 
initials and inform you of the distance of your shot. In the case of tee 
shots on par-4 and par-5 holes, this will be the scorecard distance of the 
hole. On par-3 tee shots and on all non-tee shots, the exact distance to 





the hole is shown. If an asterisk (*) appears after the distance, your ball is 
in a sandtrap. Two asterisks signify a bad lie in a sandtrap. 


5.2 Club selection. 


Clubs are selected by a single keystroke according to the following table. 


KEY PRESSED CLUB KEY PRESSED CLUB 


| Driver 5 5-iron 

i 2-wood 6 6-iron 
# 3-wood 7 7-iron 

$ 4-wood 8 8-iron 

1 1-iron 9 9-iron 

2 2-iron W Pitching wedge 
3 3-iron C Chip shot 

4 4-iron 


Which club you select will depend on distance, wind, obstacles, 
hazards, and your competitive situation. If you make an error in club 
selection, complete the shot selection sequence and use the ‘change 
option’ (see Section 5.5). If you are not sure how far your player can hit 
a certain club, the ‘help option’ may be used (see Section 14). 

An important factor to keep in mind when selecting a club on shots 
over water or sandtraps is how far a specific club makes the ball fly 
before it hits the ground, and how far it will roll after it hits the ground. 
Longer clubs produce a lower trajectory with less backspin, so a shot hit 
with a longer club will fly a lower percentage of its distance with more 
roll than ashorter club. The average distances shown on the ‘help page’ 
reflect total distance (fly and roll) for the individual clubs. 

Club selection also offers several special shots which are described 
in Section 6. 


5.3 Direction. 


In order to aim your shot, it is necessary to enter a direction the 
computer can use. The following set of axes are used to define 
directions. 


(LEFT) 180 


0 or 360 (RIGHT) 


90 
(BOTTOM) 


The computer will show you the proper direction in parentheses when it 
asks you to choose the direction of your shot. On tee shots on par-4 and 
par-5 holes, the number given is the approximate heading forthe center 
of the fairway. On all other shots, the actual direction to the hole 
is given. 

To select a direction, enter a number from 0 to 360 and press the 
RETURN key. Typing errors discovered before pressing RETURN can be 
corrected by using the computer’s editing keys (‘left arrow onthe Apple 
II, or ‘cursor left’ or ‘delete’ on the Commodore 64). When the RETURN 
key is pressed, a flashing cursor will be displayed at the point at which 
you have aimed the chosen club. It is important to note that wind effect 
is not taken into account in computing this aim point except on wedge 
shots less than the maximum club distance. You must estimate how 
much the wind will affect the distance and/or direction of your shot, just 
as you would on a golf course. If you are satisfied with the direction you 
have chosen, press the RETURN key again. Pressing any other key will 
allow you to select a different direction. 


5.4 Deviation. 


This feature allows you to attempt to curve a shot to the left or right, orto 
hit it straight. Curving a shot is sometimes necessary on dogleg holes, or 
when trying to hit around trees. Rernember, though, that just because 


you try to curve a shot to the left, for example, does not guarantee that it 
will not go straight, or even curve to the right. It does, however, improve 
your chances of obtaining the desired result. 

One other factor to keep in mind when attempting to curve ashot is 
what club is being used. Due to factors of club loft and distance of flight 
of the ball, a shorter club cannot usually be curved as much as a 
longer one. 

Deviations are selected by a single keystroke according to the 
following table. 


KEY DEVIATION 


Hook —maximum left curve 
Draw — medium left curve 
None —straight 

Fade — medium right curve 
Slice — maximum right curve 


an a | a. 


All deviations are stated relative to the direction of flight of the ball. 


5.5 Change option. 


Once all shot parameters have been entered, you will be given a final 
opportunity to change your mind. To change shot parameters, press the 
‘C’ key when the ‘CHANGE OR EXECUTE?’ prompt appears. This will allow 
you to repeat the shot selection sequence. Pressing any other key will 
result in execution of the shot as you have defined it. 


6. SPECIAL SHOTS 


6.1 Shots from sandtraps. 


The sand wedge is a special club generally used from sandtraps. In 
PROFESSIONAL TOUR GOLF, a sand wedge is automatically selected 
for sandtrap shots of 50 yards or less. You do not have an option on this 
shot. On sandtrap shots of longer than 50 yards, clubs are selected as 
for any other shot (see Section 5.2). However, depending on your lie 
within the sandtrap, the shot will be subject to a larger distance and 
direction variation than would a fairway shot. 


6.2 Recovery shots. 


Recovery shots are generally used on shots from trees, or on shots 
which must pass through a tree. A recovery shot in PROFESSIONAL 
TOUR GOLF is an attempt to keep the shot low, under the tree. 
Although using a recovery shot improves the odds of missing a tree, it is 
subject to more distance and direction variation than a normal shot. 
(For more information on avoiding trees, see Section 7.4) 

To select a recovery shot, press the ‘R’ key when the ‘SELECT 
CLUB’ prompt appears. Then, when ‘(R)’ appears, choose a club as you 
normally would (see Section 5.2). Note that although players being 
handled by the computer also play recovery shots, the ‘((R)’ message is 
not displayed. 


6.3 Short pitching wedge shots. 


The pitching wedge, being the shortest club available, is often used on 
shots much shorter than the stated club distance. The computer 
automatically compensates for this so that the length of the shot 
attempted will be correct. 


6.4 Shots less than 50 yards. 


On pitch shots — that is shots of 50 yards or less — you may elect to 
either play a pitch-and-run shot, or a lofted shot with backspin. Which 
shot you choose will depend on what obstacles or hazards lie along your 
path to the hole. 

To play a pitch-and-run shot, press the ‘C’ key when asked to select 
a club. This shot is most often used when no water or sandtraps are in 
the way. It will cause the ball to fly about half the distance to the hole 


and roll the remainder. To play a lofted shot, select a pitching wedge by 
pressing the ‘W’ key. This shot is generally used on shots over water or 
sandtraps because it causes the ball to fly most of the distance to the 
hole and roll a short distance. 

In general, chip shots offer a greater chance of holing out since they 
spend more time on the ground rolling. Wedge shots offer a greater 
chance of avoiding hazards since they spend more time in the air. Chip 
shots may also be used to play back to the fairway from trees since they 
tend to stay low under branches. 

Due to the short distances involved with these shots, the ball does 
not go high enough to be affected by the wind. 


7. HAZARDS AND OBSTACLES 
7.1 Out of bounds. 


If a ball travels off the screen display area, it is ‘out of bounds.’ The ball is 
replaced at the point from which it was hit and the player plays his or her 
next shot immediately. The penalty for out of bounds is ‘stroke-and- 
distance’ (effectively, a 2-stroke penalty). In cases where boundaries are 
close to the area in which normal play occurs, purple or violet boundary 
lines or dots are shown. 


7.2 Sandtraps. 


Although there is no stroke penalty for being in a sandtrap, shots played 
from sandtraps are subject to more distance and direction variation than 
fairway shots. When your ball is in a sandtrap, *’ will be shown after your 
initials and distance, while **’ denotes a bad lie in the sandtrap. Your lie 
in the sandtrap will be taken into account in the result of your shot. 
Remember that on sandtrap shots of 50 yards or less, a sand wedge is 
automatically selected. 


7.3 Water hazards. 


All water hazards in PROFESSIONAL TOUR GOLF are played as 
‘lateral hazards.’ If you hit into a water hazard, your ball is automatically 
placed within two club lengths of the point of entry with a 1-stroke 
penalty. Your next shot is played in proper rotation. 


7.4 Trees. 


Just as in the actual game of golf, trees are one of the most difficult 
obstacles in PROFESSIONAL TOUR GOLF. When trying to hit around 
trees, you will sometimes curve the ball too soon and hit the tree; or, you 
may not eurve it enough (or too much) and miss your target by a large 
margin. When trying to go over a tree, your shot might not get high 
enough, soon enough, resulting in hitting the tree. 

When trying to stay below a tree, the ball may go too high, too soon, 
and hit the tree. In the cases of curving a shot around a tree or playing 
a recovery shot under a tree, you can at least improve your odds of 
missing the tree, but this usually has an adverse effect on the accuracy of 
the shot.. So, hitting a normal shot over a tree is obviously more 
desirable if you are far enough away from the tree to allow the ball to 
gain enough altitude to clear it (or close enough to the tree so that the 
ball stays low enough until it is beyond the tree). 

In order to decide whether your shot will meet the above condi- 
tions, it is necessary to understand the flightpath of a golf ball. Longer 
clubs have less loft, thus producing shots which require a greater 
distance to reach their maximum height. Conversely, shorter clubs have 
greater loft, so they achieve their maximum height over a shorter 
distance. In PROFESSIONAL TOUR GOLF, a factor of 30% is used to 
determine when a shot has reached a height sufficient to clear a tree. 
This means that for a shot of 100 yards, a ball must travel 30 yards 
before it will safely clear a tree, while a shot of 250 yards requires 75 
yards of flight. Also, a factor of 12% is used to determine when a shot 
gets too high to stay beneath atree. As the ball nears the end of its flight, 
it begins to lose altitude and is once more susceptible to hitting a tree. 
An 80% factor is used to determine this point. That is, after a shot has 
completed 80% of its flight, it has descended below treetop level. 


The flightpath of a ball played in PROFESSIONAL TOUR GOLF 
has been divided into 25 increments. The following table converts the 
percentages used above into terms of these increments. 


INCREMENT RANGE CONDITION 
O- 2 Ball below tree branches. 

3- 7 Ball height within tree branches. 
8 -— 20 Ball height above treetop level. 
21-23 Ball height within tree branches. 

24 - 25 Ball below tree branches. 


8. PUTTING 
8.1 General. 


Putting is only allowed when your ball is on the putting green — you 
may not putt from the fringes. When you have reached the putting 
green, the hole picture will be replaced by the putting display. 

Like arcade-type games, putting is a learned skill. Unlike arcade- 
type games, it can never be mastered. Putting is based on a number of 
factors including skill, nerves, green speed and contour, putt distance, 
and random probability. For this reason, putting in PROFESSIONAL 
TOUR GOLF is a strategic simulation — not an arcade function. The 
result of an individual stroke will depend on these factors. 


8.2 The putting screen. 


The putting display gives you the information which should be 
considered when selecting your putting stroke (see Section 8.3 for 
stroke types). This includes the distance of your putt (also shown 
graphically), what score you are putting for, and the ‘green difficulty’ 
factor. The green difficulty is a rating which combines speed and 
contour of the green. A rating of 1.00 represents an average green. A 
rating of less than 1.00 denotes a relatively flat green which presents an 
easier-than-usual challenge to deducing the speed and break of the 
putt. A rating greater than 1.00 indicates a severely sloping green on 
which it is proportionally more difficult to figure the speed and break of 
the putt. _ 


8.3 Putting strokes. 


When it is your turn to putt, the computer will inform you with your 
initials and ask you to choose a putting stroke. Select by entering the 
number of the stroke you wish to use. Below are descriptions of the three 
stroke types. 


Normal — This will be the stroke used most often. In playing a normal 
stroke, you are trying to make the putt, but not to the extent that you 
excessively risk 3-putting. 


Lag stroke — This stroke is used on longer putts, or in competitive 
situations where you do not really need to make the putt, but do not 
want to take more than 2 putts to hole out. A lag stroke nearly 
abandons the chance of making a putt while greatly reducing the 
chances of 3-putting. 

Charge stroke — This stroke is used when you need to make an all-out 
effort to hole the putt, even at the risk of 3-putting. It increases your 
chances of making the putt, but also increases the odds of 3-putting. 


Lag strokes and charge strokes generally have more effect on longer 
putts than on shorter ones. 


8.4 Continuous putting rule. 


If you make your putt, control passes to the next player until all players 
have holed out. Otherwise, you will be advised to the distance of your 
next putt and again be asked to select a stroke type until you have holed 
out. Once all players have holed out, the scorecard will be displayed and 
updated, and the disk drive will be accessed to load the next hole 
picture until all 18 holes are completed. 


9. ENDING THE ROUND 


At the end of the round, you will be asked to insert the GOLF UTILITY 
side and press the RETURN key. Doing so will cause both player and 
course statistics to be updated. If you do not wish to update these 
records (or do not have a PLAYER DISK), just remove the disk and turn 
the computer off. 


10. SAVING A GAME 
IN PROGRESS 


The save game feature of PROFESSIONAL TOUR GOLF allows you to 
suspend play of around (prior to the 17th hole) and continue later at the 
point you left off. To exercise this option, press ‘CONTROL-S’ while the 
scorecard is being displayed and you are being prompted to press the 
RETURN key for the next hole. (In automatic play, where the computer is 
handling all competitors, press ‘CONTROL-S’ after the disk drive light 
goes off.) You will then receive the message ‘REALLY SAVE GAME?.’ Press 
‘N’ to continue the game, or press ‘Y’ to enter the save game routine. 
Note that it is not possible to return directly to the game in progress once 
you have typed a ‘YY’ and entered the save game routine. 

Now, insert the GOLF UTILITY side into the drive and press the 
‘SPACE BAR’ to run the save game program, which gives you the following 
capabilities. 


10.1 Catalog. 
The catalog option will reveal the status of your SAVE GAME DISK. 


10.2 Save game. 


Games can only be saved on an SSI initialized disk (see Section 10.4). 
In order to save a game, enter the number of a ‘free’ file and press the 
RETURN key. Entering the number of a file currently ‘in use’ will cause an 
error message. 


10.3 Delete game. 


This option allows you to free-up saved games you no longer need. 
Once a saved game is deleted, it can no longer be recalled. 


10.4 Initialize. 


In order to save games, you must have an SSI initialized SAVE GAME 
DISK. The initialize option gives you this capability. The game currently 
in memory will not be disturbed by the initialization sequence. 

To initialize a disk, insert a blank disk (with write protect tab 
removed) into the drive and follow the instructions. Initialization and 
formatting requires about 20 seconds on the Apple II, or about 60 
seconds on the Commodore 64. 

Once the disk has been initialized, press the ‘space bar’ to return to 
the main menu and then select the ‘save game’ option to save the game 
in memory. 


10.5 Exit. 


Once you have saved your game, press the ‘E’ key to exit the save game 
program. If you want to continue the round in progress, it is necessary to 
reboot the GOLF MASTER side and follow the instructions for resuming 
a saved game (see Section 11). It is not possible to return directly to the 
game which was being played. 


11. RESUMING A SAVED GAME 


To resume a saved game, follow the procedure for booting the GOLF 
MASTER side (see Section 2.2) and for starting the game (see Section 
3). Then after the opening demonstration, respond ‘C’ for continuing 
a game. You will then be asked to insert your SAVE GAME DISK and 


press the ‘SPACE BAR.’ A catalog of the SAVE GAME DISK will be dis- 
played and you will be allowed to choose the number of the game to 
continue. The status of the game of your choice will be restored to the 
point at which it was saved. Next, you must insert the disk containing the 
course on which the saved game was being played, and again press the 
‘SPACE BAR.’ After the program is loaded, the scorecard will be displayed 
and filled in, and play will resume. 


12. WIND EFFECT 


Wind effect is one of the most difficult factors to figure into a golf shot. It 
affects both distance and direction reiative to its velocity and direction. 

If you have chosen the wind option, the direction and velocity of 
the wind will be displayed for each hole below the hole data in the upper 
left corner of the hole picture. The direction given is the compass point 
from which the wind is blowing. 
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The velocity of the wind is given in miles per hour. Wind will affect 
distance and/or direction of the shot by 1 yard for each unit of wind 
velocity. The effect will be proportional to the direction of the wind 
relative to the direction of the shot. In the case of wedge shots less than 
the maximum club distance, wind effect will be proportionally less (i.e., 
wind effect = wind velocity * length of shot/maximum wedge distance). 
Remember that wind has little or no effect on shots of 50 yards or less. 


13. SCALE AND 
FRINGE EFFECTS 


13.1 Scale. 


Scaling of holes is necessary to fit holes of different lengths onto a single 
screen. A scale of 1.0 means that pixels (dots of light) are 1.0 yard apart. 
A scale of 1.5 indicates a pixel spacing of 1.5 yards, etc. Although the 
computer handles scaling automatically, you should be aware of it 
when trying to estimate wind effect or an intentionally curved shot. The 
scale of each hole is shown on the scorecard in the column labelled ‘SCL’ 


13.2 Skew. 


Due to the way graphics are mapped on the computer screen, there is 
an inherent X-Y skew. That is, horizontal pixels are packed more closely 
than vertical ones. This results in vertical distances appearing to be 
greater than horizontal ones. This is a factor to be reckoned with when 
estimating wind effect or distance a shot is to be curved. 


13.3 Fringe effects. 


For improved visualization, the ‘ball’ used in PROFESSIONAL TOUR 
GOLF is actually two pixels side-by-side. When combined with the tight 
horizontal packing described in the preceding section, this can 
sometimes make it appear that the ball is not where tye computer says it 





is. However, the computer accurately assesses your location based on 
the color of the leftmost pixel in the ball character. 


14. THE HELP FEATURE 


If at anytime during play of PROFESSIONAL TOUR GOLF you are 
unsure of such things as how far you can hit a club, how to hook or slice 
a shot, etc., you might want to use the ‘help’ feature. This is a summary 
instruction page accessed by pressing the ESC key on the Apple II orthe 
‘?’ on the Commodore 64. When you have the information you sought, 
press any key to return to the program. 


15. GOLF COURSES 


Two golf courses are included on the GOLF MASTER side. The first is 
a collection of some of the toughest and most exciting holes from 
different courses around the world. Since PROFESSIONAL TOUR 
GOLF was originally written for the Apple II, the course was named 
Apple Tree. The second course on the GOLF MASTER side is Pebble © 
Beach — one of the most famous and most beautiful (and deadly) 
courses anywhere. In addition, a series of ‘course module disks’ is 
planned. These course modules will require the MASTER GOLF side 
and will expand your course library to include other famous courses 
played by the pros. Currently under development are: Merion, site of 
the 1981 U.S. Open; Oakmont, site of the 1983 U.S. Open; and what 
library would be complete without The Augusta National, annual site of 
The Masters, and hailed as the most beautiful golf course in the world! 


16. THE GOLF UTILITY SIDE 


The GOLF UTILITY side contains programs which allow you to create 
your own players, maintain and review player and course statistics, 
format your own PLAYER DISKS, and save games in progress. The 
statistical update program and save game program are called from the 
main golf program and cannot be run directly. The remaining programs 
on the GOLF UTILITY side can be run directly and are described in the 
following sections. 


17. THE STATISTICS REVIEW 
PROGRAM 


This program lists the following statistics for each player on the 
PLAYER DISK: 


@ Number of rounds played. 


@ Average number of greens per round reached in regulation or 
better (1 shot for par-3 holes, 2 shots for par-4 holes, and 3 
shots for par-5 holes). 


Average number of putts per round. 
Average score. 

Best score. 

Worst score. 


Statistics are also maintained for each course on which at least one 
round has been played as follows: 


@ Number of rounds played. 
@ Average score. 

@® Course record score. 

@ 


Course record holder’s initials (an asterisk after the initials 
indicates that the record is held by more than one player; 

however, only the initials of the first player to establish the 
record are maintained). 


18. THE PLAYER CREATOR 
PROGRAM 


This program gives you the ability to create and edit players with 
characteristics of your own choosing. In order to simplify this process, 
the routine deals mainly in generalities. For this reason, it will probably 
be necessary to ‘fine tune’ your players after a few rounds. It may also be 
necessary to edit your players as your (or your friends’) own true golf 
skills change. In order to use the player creator program, you must first 
format a PLAYER DISK (see Section 19). 

The player creator program gives a number of options which are 
described following. 


18.1 Create club array. 


First, the computer needs to know how faryou hit a driver and a pitching 
wedge. From this information, it determines the average distance of 
each club. 

Second, you are asked to provide your handicap bracket. Handicap 
is a measure of your average score compared to a par score. For 
example, if your average score is 80 on a course rated at par 70, your 
handicap would be 10. Therefore, you would select bracket number 2 
(9-13). Your handicap will be used to compute all parameters of your 
shot-making skills. All further questions you are asked should be 
answered relative to your abilities as compared to other golfers who fall 
within your handicap bracket. 

Third, you are asked to rate your directional accuracy for each 
subset of clubs. (Note that ‘long irons’ are 1-3 irons, ‘medium irons’ are 
4-6 irons, and ‘short irons’ are 7-9 irons.) 

Fourth, you are asked to rate your ability to put backspin on each 
subset of clubs; that is, how quickly you can make the ball stop after it 
hits the ground. 

Fifth, you are asked to assess your consistency in hitting a club 
roughly the same distance each time. 

Sixth, you are asked to rate your overall consistency in hitting 
a club the same way each time. This should take into account such 
factors as trajectory, spin, distance, and accuracy. 

When you have completed this process, you will be shown a listing 
of your individual clubs. 


18.2 View club characteristics. 
The following information is listed for each club: 


Average distance. 

Maximum negative distance variation (MAX SHORT). 
Maximum positive distance variation (MAX LONG). 
Maximum off-line yardage (DIR VAR). 

Average carry (i.e., how far the ball flies before landing). 
Average roll. 


You should keep in mind that these figures are only averages. 
Individual shots will vary depending on all factors involved. 


18.3 Create putting array. 


In this section of the program, you are asked to rate your putting ability 
for all possible putt lengths. Respond to these questions in relation to all 
other golfers without regard to your handicap. 


18.4 View putting characteristics. 


A listing is given of the odds of 1-, 2-, and 3-putting from all possible 
distances. An explanation of how these odds were computed is 
also given. 


18.5 Load a player array from disk. 


This option allows you to load a previously saved player array for 
examination and/or editing. Only arrays 41-80 may be loaded from the 
PLAYER DISK. 


18.6 Save a player array to disk. 


This option allows you to save an array on your PLAYER DISK. Only 
arrays 41-80 may be saved. The save operation also involves assigning 
a name to your character. Names are restricted to 15 letters. 


18.7 Review characteristics. 


This is a quick reference chart of the ratings of the player file in memory. 
Only player files 41-80 may be reviewed. 


19. FORMAT PLAYER DISK 


This program allows you to create your own PLAYER DISK, giving you 
the capability to create your own players and to maintain player and 
course statistics. The program is time-consuming because it creates 
more than 80 files, in addition to transferring the 20 professional player 
files from the GOLF UTILITY side to your PLAYER DISK. 

Once the program has loaded the professional player files (about 
1% minutes for the Apple II, or 3 minutes for the Commodore 64), you 
will be asked to insert a blank disk and press the RETURN key. From this 
point, the computer needs no further help from you. The remainder of 
the program requires about 5-6 minutes to initialize and format your 
PLAYER DISK. 


20. DESIGNER NOTES 


Development of sophisticated computer simulations always seems to 
boil down to a compromise between realism and playability on one 
hand, and disk space, access time, and memory size on the other. 
Designing PROFESSIONAL TOUR GOLF was no exception. Attaining 
the necessary realism was very costly in terms of memory usage. With 
the golf program running, virtually all system memory is occupied. More 
complex logic and/or more sophisticated graphics (e.g., multiple screen 
with scrolling) would have required continual disk access (and disk 
exchanges), resulting in frustrating delays for the user and decreased 
playability. For this reason, graphics were kept to single screens, and 
logic was modified to eliminate some of the more infrequent and 
unusual outcomes. This compromise, however, in no way detracts from 
the realism of the game. The logic design of PROFESSIONAL TOUR 
GOLF is dedicated to producing realistic outcomes. 

The primary intent of any game is to provide the user with a realistic 
and enjoyable form of entertainment. This objective was kept foremost 
in mind in the design and development of PROFESSIONAL TOUR 
GOLF, occasionally resulting in considerable frustration for the 
designer. However, if you are entertained by PROFESSIONAL TOUR 
GOLF, then all the frustrations experienced in its development were 
worth it. Have fun! 

I would like to acknowledge the help and support of those instru- 
mental in the development of PROFESSIONAL TOUR GOLF. Thanks 
to Joel Billings and Charlie Merrow for play testing and making valuable 
suggestions on improving the realism of the game. Thanks also to 
Charles McCurry and Danny Kusnierz for technical assistance on the 
Apple II and Commodore 64 computers respectively. And finally, an 
extra special thanks to my wife, Virginia, for supporting and putting up 
with me throughout the project. 
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If you have any questions or problems regarding the program or game, please send a self-addressed, stamped enve- 


lope with your question to Strategic Simulations, Inc., 883 Stierlin Road, Building A-200, Mountain View, CA94043- 
1983; or call (415) 964-1200 Mon., Tues., Thurs., or Fri.; 1-5 PM (P.S.T.) 
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